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༻͍࣮ͯࡍʹݕূΛߦ͏ɻ͜ͷσʔληοτ͸ 2006 ೥ 1 ݄ 1
೔͔Β 2009೥ 1݄ 10೔ͷσʔληοτͰ͋Δɻ࣮ࡍͷσʔλ
ηοτͷαϯϓϧσʔλΛද 1 ʹࣔ͢ɻ͜ͷαϯϓϧσʔλ͸








Ѫ஌ݝཱେֶେֶӃ৘ใՊֶݚڀՊ ฏ੒ 30 ೥౓ म࢜࿦จཁࢫ
ද 1 σʔλαϯϓϧ
Query Time Seq. # Avatar ID Guild Level Race Class Zone
01/01/06 23:59:39 1 467 1 Orc Warrior Orgrimmar
01/01/06 23:59:39 1 921 19 1 Orc Shaman Orgrimmar
01/02/06 00:03:31 45 1367 8 60 Undead Warrior Arashi Mountain
ΦϯϥΠϯήʔϜʹؔΒͣɺجຊతʹϨϕϧ͕ଘࡏ͢Δήʔ
ϜͰ͸ɺϨϕϧ্͕ঢ͢Δ΄Ͳɺ࣍ͷϨϕϧʹ౸ୡ͢Δ·Ͱͷඞ

































































     val infile = TextIO.openIn(fname);
in 
     fh:=infile;
     ()






   val (m,f) = case TextIO.inputLine(!fh) of
          SOME s => (s, true) |
          NONE => ("",false);
in
   x:=atoii(m);
   flag:=f;
   ()










  val infile=TextIO.openIn(fname);





end handle _ => ();
Newbie
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(id, lvl0, lvl1, tick, guilty)




if (g andalso (not guilty)) 
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